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THE GAMES REPORT 


by PETER SARRETT 
14360 SW TEAL BLVp. APT. B BEAVERTON, OR 97005 (503) 579-0873 


Welcome to the first edition of the Games Report newsletter. This idea was inspired by a phone 
conversation with a friend who asked me to tell him about some of my favorite games. | didn't have the 
time to do so then, so I told him I'd send him info instead. Then | realized that some other people | know 


thing at all; or you're actually desperately interested in this kind of thing but are trapped under something 
heavy. I'll assume it's one of the first two Choices and not bother you again with such frivolity. 


This remainder of this first issue consists entirely of game reviews. Each review will list the 
name of the game, the price, and information about where to acquire the game. I'll list the number of 
players, the class of game (word, Strategy, trivia, card, etc), estimated playing time, and rate it on a scale 
of 1 (low) to 10 (high) for complexity, tevel of skill involved, level of chance involved, and overall 
“enjoyability". if the game has been reviewed in Games Magazine, I'll note the issue. If you've found 


any interesting games, please drop me a line I'm always looking to expand my collection. 


Game: 'Swoggle 

Info: $10.00 + ~$3.00 s&h (money orders only, 
No personal checks) from Chieftain Products, 265 
Champagne Drive, Downsview, Ontario M3J 2C6 
Players: 1-4 

Playing Time: 45-120 minutes 

Type of game: Word 

Complexity: 2 Skill level: 7 


' Chance Level: 7 Overall: 8 


Reviewed in the February issue of 
Games Magazine) ‘Swoggle has been called 
"Scrabble without any tiles." The game board is a 
Crossword-like grid on which players take tums 
placing words to score points. Players may use 
any letters they wish (writing them directly on the 
board with the included dry-erase marker), but 
must roll a die to determine the number of letters 
they must play. As in Scrabble, you play your 
letters in any one row or column to form exactly 
one word in that direction (and possibly more 
words perpendicular to that direction). Rather 
than certain letters being worth more than others, 
each space has a point value attached to it. The 
Score for each word is the total point value of alt 
Spaces used in that word, and you score for all 
words formed by your play of letters. The value 
of some spaces is not fixed, but is instead 
determined by rolling the die 1-3 times whenever 
they are part of a scoring word. Thus, unlike 


- Peter 


Scrabble, you can score these premium spaces 
even if you weren't the player to fill them with a 
letter. The first player to reach 300 points is the 
winner. You may wish to lower the goal to 200 in 
a four player game, since 300 might take a while. 
Although luck plays a large role in this 
game- rolling the right number of letters for that 
great play you're thinking of is often crucial-- _- 
creativity and skill in choosing words are equally 
important. Be wary of playing simple nouns and 
verbs, for example, lest your opponent come 
along later and append an S to add the score 
from your word to his own. | also recommend 
enforcing a strict time limit on moves. When 
you've got the whole alphabet at your disposal, it 
is often difficult to make a quick decision about 
what to play where. ‘Swoggle is an engaging 
word game, a delight for people who always seem 
to get stuck with a Scrabble rack full of vowels, or 
the Q without a U. It's a steal at twice the price. 


Game: Movie Memory 

Info: $30.00 from Tenore Games, P.O. 
Box 1221, Burlington MA 01803 
Players: 2-5 players or teams 

Playing Time: 30-60 minutes 

Type of game: Trivia 

Complexity: 2 Skill level: 7 
Chance Level:5 Overall: 8 
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Sometimes the simplest ideas are the 
most fun. Movie Memory comes with a game 
board and dice, but they're incidental to the real 
fun-- listening to and identifying snippets from 
movies. The game includes five 90-minute 
cassettes filled with short quotes from films of the 
late 70s to early nineties. On your turn, you roll 
the dice and listen to the next quote on the tape. 
In case you didn't catch it all the first time, the 
quote is repeated for you. Then you pause the 
tape and try to identify the actor or actress, 
character, and film the quote is from. Start the 
tape again to listen to the answer. If you get all 
three right, you get to move your piece forward 
the total number rolled on both dice. If you get 
two parts right, you move the higher of the two 
dice. And if you get only one right, you move the 
lower of the two. If you get at least two parts 
right, you also get to take another tum. 

The quotes run the range from 
staggeringly obvious to heinously obscure. But 
then, the difficulty of a particular excerpt depends 
a great deal on whether or not you've seen the 
film. The target audience for this game appears 
to be a young one, though, as films like Fast 
Times at Ridgemont High and The Breakfast Club 
pop up fairly often, while more "adult" films are 
less common. We usually play in teams, and 
manage to guess at least two parts out of three 
correctly most of the time. Often it's possible to 
name the actor or actress even if you haven't 
seen the film, and teammates can jog each 
other's memory. 

Movie Memory moves quickly, and it's 


fun to play along even when it's not your turn. It's - 


not a great party game, since the room needs to 
be quiet enough so everyone can hear the quotes 
Clearly. But if everyone in the room is involved 
with the game (no problem, since there's no limit 
to the number of players on a team), Movie 
Memory is great for large get-togethers. And for 
you Mac-heads, it's a great source for digitized 
sounds. An "Advanced "R" Rated Edition" and a 
"Classics Edition" are supposedly forthcoming. 
Now, if they'd only come out with a television 
edition... 


Game: Wiz-War 
Info: $15.00 from Jolly Games, 3236 
Peacock Lane, Santa Maria, CA 93455 
Players: 2-4 

Playing Time: 15-90 minutes 

Type of game: Beer and pretzels 
Complexity: 8 Skill level: 7 
Chance Level:6 Overall: 10 


The king (or at least crown prince) of all 
beer-and-pretzels games, Wiz-War is an ever- 
changing contest pitting 2-4 wizards against each 
other in an underground maze. At the start of the 
game each player randomly chooses one of four 
5x5 maze boards. These "sectors" are arranged 
in a square (in a 4 player game-- other 
configurations are used with different numbers of 
players) to form the game board. The board also 
“wraps around"-- that is, if you move off the left 
edge of the game board, you would reappear on 
the right edge. Each player has two treasures 
located somewhere within his home sector. 
Players vie to become the first to steal two 
treasures from other wizards and retum them to 
their home base at the center of their sector, 
while preventing both of their own treasures from 
being stolen. 

To accomplish that goal, players have a 
multitude of spells (cards) at their disposal. 
Players may have a maximum of seven cards in 
their hands at any one time. There are five kinds 
of cards: Attack Spelis, which allow wizards to 
injure or interfere with other wizards; 
Counteraction Spells, which defend against 
Attacks; Neutral Spells which don't harm other 
wizards but may help the caster; Magic Stones 
which give the bearer special abilities; and 
Number Cards. Number cards may be used to 
augment the power or duration of Spells, or to 
increase a wizard's movement. Players take 
tums moving through a maze trying to pick up 
other players’ treasures while protecting their own 
from being stolen. You win if you get two 
treasures to your home base, but you lose if both 
of your own treasures get stolen by other wizards. 
You can also get killed if you're not careful, in 
which case you're out of the game. 

The wide variety of spells in the deck 
causes unpredictable changes during the game, 
making each game different and exciting. Wiz- 
War has broad appeal-- we taught the game to a 
bunch of people at work, some of whom never 
play games, and all of them loved it. The effects 
of the spells keep the game moving and players 
laughing. For example, there is the "Ugly" spell 
which transforms the casting wizard into such a 
horrible-looking wretch that all other wizards in 
the vacinity are forced to run away immediately 
until they can no longer see the ugly wizard. 
Strategy and alliances can be crucial in turning 
the tide in your favor, but you never know what 
surprises another player might pull out of his 
secret arsenal of spells. 

Equally entertaining with any number of 
players, Wiz-War is a game you'll come back to 
again and again. An expansion set (~$10) is also 
available direct from the publisher, adding new 
spells, Monsters, and Magic Sticks to the fun as 
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well as equipment for two more players-- heartily 
recommended. 


Game: Abstracts 

Info: $24.95 + 3.00 s&h from The 
Incredible Game Company, 12413 
Cullman Ave., Whitter, CA 90604 
Players: 2 or more teams 

Playing Time: 30-60 minutes 
Type of game: Party 
Complexity: 7 Skill level: 9 
Chance Level: 3 Overall: 8 


Abstracts lives up to its name, requiring 
players to make abstract connections where none 
seem to exist. Players try to identify people, 
places, and things based on clues given by their 
teammates. One person on each team gives 
clues and the rest of the team tries to guess what 
the clues are referring to. The catch is that each 
team has three Clue Cards that contain questions 
of the form, “If you were a , What would 
you be?" The blank might be FOOD, SONG, 
COLOR, STORE IN A MALL, CARTOON 
CHARACTER, etc. Without any prompting from 
the clue-giver, the team must select a question to 
ask the clue-giver, who then answers with a clue 
that he hopes will lead his team to the correct 
person, place, or thing. If the team guesses 
incorrectly, the next team gets to ask their Clue- 
giver a question for the same person, place, or 
thing. Teams eam a token of the appropriate 
Category for correctly identifying the answer. If no 
tokens are available (quite possible in games with 
‘three or more teams, since there are only two 
tokens for each category), the team may steal 
One from another team which had previously 
eamed one. The first team to hold a token for 
each of the three categories is the winner. 

Abstracts is not a fast game (each team 
gets a minute per tum) and because of that works 
best with only two or three teams-- although these 
teams may be of any size. To speed the game 
along, clue-givers should Study the question cards 
their teammates have to choose from and 
prepare answers for each card in advance. “The 
game encourages creative thinking, and I've been 
in some games with absolutely brilliant clues. For 
example, trying to get his team to guess CHUCK 
BERRY, a friend answered the question, "If you 
were a brand name, what would you be?" with 
Maybeline (one of Berry's hit songs). And, for 
THE SISTINE CHAPEL, someone once 
answered, “If you were a toy, what would you 
be?" with "a Teenage Mutant Ninja Turtle doll 
(Michaelangelo)." 


Abstracts comes with a built-in "weenie" 
tule. All clues must follow a few rules. First, they 
have to correctly answer the asked question-- no 
answering "POLKA" when asked for a food. 
Second, although you can be creative with your 
answers, they can't supply too much information. 
Trying to get your team to guess Abraham 
Lincoln, you might say "a black Stovepipe hat" 
when asked for an article of clothing. But “a black 
stovepipe hat like a President might wear" is right 
out, and "something with the Presidential seal 
embroidered on it" is questionable. And finally, 
answers must be real things which actually exist. 
If other players think a clue violates these 
guidelines they can vote to "weenie" the ciue- 
giver, whose team forfeits its turn. 

Sometimes things are too easy. For 
instance, if your team chose to ask you “If you 
were a Fictional Character, who would you be?" 
and the person you're trying to get your team to 
guess is Harrison Ford, you're golden. 

Admittedly not for everyone, Abstracts is 
a great game for people who don't mind doing a 
little thinking. It may be hard to find a food for 
“Venus" or a piece of furniture for “Humphrey 
Bogart,” but it's a lot of fun to try. 


Game: WordHound x 
Info: ~$30 from Professional Marketing 
Group Inc., 912 Rainier Ave. S., Seattle 
WA 98144 

Players: 2-4 


Playing Time: 30-60 minutes 


Type of game: Word 
Complexity: 4 Skill level: 5 
Chance Level: 7 Overall: 9 


I've only seen one store selling 
WordHound, and that's a shame because it's 
easily one of the most entertaining word games-- 
indeed, one of the most entertaining games of 
any type-- I've come across in a long while. 
Incredibly simple rules combine with fast action 
and a dash of mayhem for a fun, frenzied game 
of strategy and luck. | 

The object is to form a word or words 
which fit the given category from the letters on 
your rack. During your tum, you draw letters one 
at a time from the letter bag until you draw one 
you want to keep. Letters you don't want are 
placed face up on the letter board where they 
may be taken by other players-- usually in a 
blitzkrieg of grasping hands and sharp fingemaits. 
The first player to make an answer using all the 
letters on his rack wins the round. The winner 
scores two points per letter. Other players score 
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one point per letter in their partial answer if every 
letter on their rack is used in the partial answer. 
Players score zero points if there are any unused 
letters on their rack when the round ends. The 
player with the highest score after six rounds wins 
the game. 

The categories supplied with the game 
are well chosen, and each category card has a list 
of possible answers on the back. To keep 
everyone honest, we adopted the house rule that 
if you touch a letter, you've got to take it-- even if 
you don't want it. This helps to prevent people 
from grabbing letters willy-nilly. Because the very 
play of the game is so much fun, we also tend to 
frown upon short words which end the round 
prematurely-- but that's just us. WordHound 
moves quickly. Players have to keep on their 
toes to avoid having letters plucked from the edge 
of their grasp. Not for the faint of heart, 
WordHound has been the cause of more than a 
few scratches and gauges from particularly 
heated struggles for a tile. But hey~ when you 
need an E, woe betide anyone who gets in your 
way. 

My one gripe with this game is the 
relatively poor quality of the plastic letter tiles. 
The ink on them smudges far too easily, and as a 
result many of my tiles are blurred. If you buy 
this game-- and | strongly encourage you to do 
So-- you might want to consider shellacking the 
tiles before your first match. If you use your set 
as much as I've used mine, it'll be worth the 
effort. 


Game: Trumpet 
Info: $10 from International Games 


* (check any K-Mart) 


Players: 2-6 (best with 4) 
Playing Time: 30-45 minutes 
Type of game: Card 
Complexity: 5 Skill level: 6 
Chance Level: 7 Overall: 10 


(Reviewed in the October 1991 and 
December 1991 issues of Games Magazine) 
Trumpet was named Game of the Year by Games 
Magazine. I'm not sure if it's the best game to 
come out this year, but there's no denying that 
Trumpet is a fun game worthy of accolades. 

Trumpet combines Bridge-like card play 
with strategic board movement. The object is to 
be the first player to advance your token to the 
finish line. There are 69 cards in the deck-— 41 
each of six suits (hearts, clubs, diamonds, 
Spades, crowns, and stars), plus three "shields". 
Players are dealt 7 cards, and one player "leads" 
by playing the card of his choice face up. Each 


player must play a card of the same suit as the 
card which was led (if he can). If you don't have 
any cards of that suit, you can play any card. The 
highest card of the led suit wins the trick, and that 
player advances his token to the next vacant 
space on the board. If other players' tokens are 
between him and the next vacant space, the 
player "leapfrogs" his token right over them. 
Thus, it's possible to pass all other players simply 
by winning a trick at the right time. 

Initially, all suits are ranked equally. But 
some spaces on the board are marked "Choose 
Trump." Landing on such a space gives a player 
the right to establish a trump suit. Cards of this 
suit are considered higher than the cards in all 
other suits. If a player cannot follow suit, he may 
instead play a card from the trump suit and take 
the trick (unless another player plays a higher 
trump card). The next time someone lands on 
Choose Trump they choose one of the remaining 
Suits to become an even higher trump, until all 6 
Suits are ranked. From that point forward, landing 
on Choose Trump enables a player to switch the 
rankings of any two suits. The three "shields" 
beat all other cards, but you can still only play 
them if you're out of the suit which was fed. If 
more than one player plays a shield in the same 
trick, the last shield played takes the trick. 

To make the end-game more exciting, 
players whose tokens are on the last few spaces 
of the board can opt, rather than moving their 
token forward, to move an opponent's token 
backward. Since new hands are dealt every 7 
tricks, everyone's trump preferences shift 
frequently. In many trump card games, it's often 
wise to save your trumps. We've found that a 
good policy in Trumpet is "use ‘em or lose 'em." 
Use your high trumps while the suit is still at the 
top of the rankings, or someone else is liable to 
Switch trumps on you and render your hand 
useless. Timing is also extremely important. It's 
often advantageous to let opponents take tricks 
and move their pawns ahead of yours so you can 
take one trick at the right time and leapfrog onto a 
Choose Trump space. 

My only complaint about the game is that, 
with five players, the deck is one card short of 
having two complete deals and so you either 
have to shuffle after every hand or add another 
Shield to the deck to make things even out. 1! find 
that shuffling every hand removes an element of 
strategy-- remembering which cards have been 
played and making decisions accordingly-- 
making the game a tad too random, so ! opt to 
add an extra shield in this circumstance. Still, this 
is an extremely minor flaw. Trumpet is easy to 
leam, quick to play, more than a little addictive, 
and dirt cheap. Your sawbuck will be very well 
spent. 


